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(57) Abstract: A game of skill (fig-2) 
wherein a database of advertisement 
segments from published advertisements 
is generated and stored (fig-4) and 
selections (fig. 12) of the advertisement 
segments are displayed or presented to a 
player for sponsor source identification 
(figs 13A-13N). The player makes 
identifications of sponsor sources for the 
respective advertisment segments presented 
and these identifications are evaluated (figs. 
13A-13N) and then displayed to the player. 
A reward for winning may be provided. 
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METHOD AND APPARA TUS FOR PLAYING 
ADVERTISEMENT PROMOTION GAME 

FIELD OF THE I NVENTION 



This invention relates to a method and apparatus for playing a game of skill which 
5 promotes advertising recognition. 



DEFINITION OF TERMS 



1. Database - An information source for the storage and retrieval of 
advertisement segments. When the term is used in conjunction with a computer, it is known as 
a Relational Database Management System (RDBMS) for the storage and retrieval of the 

1 0 advertisement segments in computer memory. 

2. Advertisement segments - A part, portion or slice of a printed, audio and/or 
visual advertisement. 



3. Published advertisements - Advertisements which have been presented to the 

public. 

1 5 4. Player - An individual or individuals engaged in playing the game of skill. 
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5. Sponsor source identification - Conveyed recognition by a player of the 
trademark owner, promoter, product or service promoted by the published advertisement. 

6. A personal identity information question - Questions directed to the player 
pertaining to information, such as age, gender, culture, name, address and credit card information 

5 where applicable. 



7. Personalized advertisement segment selections - Advertisement segments 
selected with regard to format which is tailored to the player. 

8. Player registration questions - Identity information questions that pertain to 
registration information, such as name, age and address. 

1 ° 9 " Pre "g ame w ager - Advance payment made by a player for wagering which 

may be in the form of a credit card payment. 

10. Available game format selections - Selections for different game types 
available for play. 

1 1 . Skill level selections - A level of risk and/or skill for available game format 
1 5 selections to be made by a player. 
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12. Difficulty selections - Selection of the advertisement segments made in 
proportion to the skill level selected by a player to provide a proportional level of game play 
difficulty. 

13. Game rule playing information - Information provided to a player as to how 
5 the game must be played. 

14. Coding - Providing the advertisement segments with identification indicia, 
either written or electronic, or both. 

16. Tagging - Attaching either physical or electronic coding to respective 
advertisement segments. 

10 17. Multiple bit code - A code made up of a group of number or letter 

combinations. 

18. Identification bits - Multiple letter and/or number combinations for 
providing independent code identification of respective advertisement segments. 

19. Personal computer (PC) - An individually owned or accessed computer 
1 5 which includes, but is not limited to, a central processing unit (CPU), random access memory 

(RAM), persistent storage media, and an interface to a telecommunication network. 
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20. Local storage device - Random access memory and/or read only memory for 
a personal computer. 

2 1 . Display device - A video screen for a personal computer. 

22. Network - A telecommunication network and/or the Internet or the global 
5 computer network. 

23. Host computer - A computer system used by one hosting the game of skill. 

24. Storage medium - A device attached to a computer system which is capable 
of long-term storage of data. Specifically, the data must persist across power-cycling of the 
computer system, and through disconnection of the device from the computer system. The 

1 0 device stores or retrieves data as directed by the computer system. 

25. Encoded - Transforming information into binary code understandable or 
transferable by computer. 

26. Machine-readable computer program code - Information encoded as 
defined in the previous definition. 
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P ACKGRQU NP OF THE INVENTION 

Millions of dollars are spent by sponsors to promote their products or services 
through print, radio, television and the Internet media or global computer network. However, 
the public, which has been inundated with these published advertisements, develops tendencies 
5 to tune out or not pay attention to such advertising, and in addition, the public is often entertained 
by the advertisement, but fails to identify the advertisement with a particular source, e.g. 
trademark, product, service, sponsor. 

It is therefore a principal object of the present invention to provide a method and 
apparatus for playing a game of skill which promotes sponsor identification in relationship to 
10 published advertisements and which rewards the player with wagering or the like and also 
provides capability of monetary gain for the host promoting and operating the game of skill. 

SUMMARY OF THE INVENTION 

In the game of skill of the present invention a database of advertisement segments 
from published advertisements is generated and selections of the advertisement segments are 
1 5 presented to a player for sponsor source identification. The player then makes identifications of 
the sponsor sources of the respective advertisement segments presented and these player 
identifications are then evaluated for correctness and the results displayed to the player. 



The game is particularly adapted for the Internet and provides a basis for a 
potentially profitable host Web site, the owner of which may charge fees to respective advertising 
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sponsors in order to assist in the promotion and tracking of their products or services. In 
addition, the game of skill of the present invention may also include wagering to encourage 
participation of players. 

Many refinements may be conducted in playing the game. Personal identity 
5 questions may be first presented to the player and then the personalized advertisement segment 
selections made for the presentation as based on these responses. Such personal identity 
information questions may include player registration questions and also include the reception 
of a pre-game wager from a player. 

Different game formats may also be presented to the player for selection and the 
10 selection of the presentation of advertisement segments may be made in accordance with these 
format selections. In addition, the player may also be presented with skill or risk level selections 
and based on the skill or risk level selections made by the player, the level of difficulty is 
accordingly made for the selections to be presented to the player of the advertising segments. 
If wagering is involved, then a winning player is rewarded with money or another type of reward. 
1 5 Game rule playing information is also generally displayed to the player prior to presenting the 
selections to the player so that the player has full knowledge as to how to play the game prior to 
engagement. 



In order to organize the storage and retrieval of advertisement segments for 
playing the game, they are coded as by tagging each advertisement segment with a multiple bit 
20 code which for example includes identification bits for the sponsor, the year the advertisement 
was published and the sequence in which the advertisement was published in that particular year. 

6 
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BRIEF DESCRIPTION OF THE DRAWING 

Other objects and advantages appear hereinafter in the following description and 
claims. The accompanying drawings show, for the purpose of exemplification, without limiting 
the invention or appended claims, certain practical embodiments of the present invention 
5 wherein: 

FIG. 1 is a glossary of symbols and legends used for diagraming the flowcharts 
of the figures which follow: 

FIG. 2 is a simplified process flowchart illustrating ah overview of the game of 
skill of the present invention; 

1 0 FIG. 3 is a process flow chart illustrating the procedures to be accomplished for 

sponsor tag-coding of advertisements; 

FIG. 4 is a flowchart illustrating the dynamic database process interacting with 
the general program flow for the game of skill of the present invention; 

FIGS. 5A, 5B and 5C are connected flowcharts which summarize the logical 
1 5 overview of the entire flow of the process of the present invention; 



FIG. 6 is a flow chart illustrating the opening page and identification registration 
portion of the game of the present invention; 
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FIG. 7 is a flowchart illustrating the player profile registration portion of the game 
of the present invention; 

FIG. 8 is a flowchart illustrating the player credit card registration portion of the 
game of the present invention; 

5 FIGS. 9A and 9B are connected flowcharts illustrating formal choices which may 

be selected by a player for the game of the present invention; 

FIGS. 10A and 10B are connected flowcharts illustrating that portion of the game 
of the present invention wherein the game parameters are selected by a player; 

FIG. 1 1 is a flowchart illustrating the module or portion of the game process of 
1 0 the present invention which submits hints and reminders to the player; 

FIG. 12 is a flowchart illustrating the process for the selected game handler 
modules of the game process of the present invention; 

FIGS. 13A through 13P are flow charts which respectively illustrate different 
possible game format selections for the game of skill of the present invention; 

1 5 FIG - 14 is a flow char t that illustrates that process portion of the game of the 

present invention wherein player wins and losses are evaluated to provide win/lose dispositions; 
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FIG. 1 5 is a flow chart illustrating the exit options for the game process of the 
present invention; 



FIGS. 16A, 16B and 16C are connected flowcharts which illustrate a simulated 
screen example as to how one particular game known as tag code is presented to a player; and 



5 FIG. 17 is a schematic block diagram providing a diagrammatic overview of the 

computer system of the present invention which may be utilized to practice the method of the 
present invention. 
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PgTATT<F,P DES CRIPTION O F THF. PRFFF RRFn FM R nnr MF ^ 

The game of the present invention is a personalized game of skill designed to 
promote advertisement recognition to the benefit of advertising sponsors. In its most basic form, 
the game of the present invention requires the generation of a database of advertisement 
5 segments from published advertisements, then presents selections of the advertisement segments 
to a player for sponsor source identification. The player identifications are then received by the 
game host, evaluated for correctness and the results are displayed to the player. 

Accordingly, the game may ask two or three types of questions - "Do you 
remember the commercials you have seen or heard?" or, "Can you figure out a winning strategy 
1 0 based on what you have noticed and remembered?". The potential player is presented with this 
approach and then further encouraged to play the game by indicating that there is a reward or that 
they could win large sums of money or possibly credits exchangeable for gifts. Another question 
which may be presented is "Can the player make changes in this flexible game to better 
accommodate his/her risk tolerance?" 



1 5 With re 8 ard to the issue of wagering, the game of skill of the present invention 

is not considered to be gambling under the law wherein chance alone controls the way winning 
occurs. If the player can recall what product, service and/or company was being marketed in a 
particular advertisement, the player has an opportunity to gain financial reward. This provides 
an opportunity to encourage those who are less interested in advertising or to listening to 
20 advertising, or who tend to ignore advertising to become more attentive to advertising. This is 
a service for which sponsors will be willing to pay the game host thereby creating an Internet 
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Web site or game show which can be financially profitable. In addition, wagering monies may 
also be received by the game host from the player. 

The game of the present invention also provides an additional opportunity to 
present advertising surveys to the public in a format wherein the public will be encouraged and 
5 interested in responding to the survey questions, thereby providing a valuable market research 
tool. 

The game of the present invention may also be personalized to the players by 
allowing the player to choose much of the content and process elements that constitute the 
game's challenge. For example, the player may choose the following game parameters: risk or 
10 skill, payoff potential, accommodation to player's characteristics, classification of product or 
service, the manner in which the game is presented, difficulty level, facilitation factors, and the 
manner in which the player may respond. In addition, the player may select different game 
formats or game types from a list. 

The game of skill of the present invention is best exemplified and described 
1 5 through the use of flowcharts in order to readily illustrate how the game is played and/or to also 
signify to a computer programmer of ordinary skill in the art as to how software may be written 
so that the game may be played through the use of computers. Accordingly, attention is directed 
to FIG. 1 which illustrates or shows the symbols used for diagraming the flowcharts in the 
following figures. These symbols utilized are verily standard symbols generally used for process 
20 flowchart diagraming. 
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In studying the process flowcharts illustrated for the present invention, two points 
should be emphasized. Modules and caller references are intended to help readers track the 
logical flow of the program from the basic design. Modules are blocks or integrated collections 
of procedures designed to accomplish a specific outcome and are elaborated on the respective 
5 drawings. Programming blocks designated by «sub#" may be given a unique designation within 
a flowchart without a separate figure designation and indicate fairly routine, unelaborated 
processes which need to be addressed. The term "CALLER" indicates where a program Module 
is called from and to where it should return when the specified purpose is accomplished. 

FIG. 1 accordingly provides a key or glossary of flowchart symbols and legends 
1 0 which may be referred to as required for interpreting the flowcharts presented in the remaining 

figures. 

The process flowchart of FIG. 2 provides a simplified overview of the game of 
skill of the present invention. All of the flowcharts presented in the present specification by way 
of the drawings should be self-explanatory to those of ordinary skill in the art, with particular 
1 5 reference to the glossary or key of FIG. 1 . 

In brief, the game is built around one's ability to recognize segments, "slices" or 
frames of a published advertisement, for example a TV commercial, and recall what product, 
service, sponsor and/or company was being advertised. 

As may be seen from the flowchart of FIG. 2, the opening page displayed to the 
20 player directs the player through registration procedures and thereafter presents possible game 
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format choices for the player. Format choices may be made directly by the player or indirectly 
through selection of parameter options, and the player is presented with an array of possible game 
formats which may be played. 

For example, player selection of format may be accomplished through registration 
5 information revealed by the player regarding age, gender, cultural ties, category selections and 
difficulty level selections. These selections may then be coordinated with the players picks or 
selections of the particular game the player desires to play and the formats for those games may 
be made easier or more difficult with associated rates of payoff or risk for winning in accordance 
with this registration information submitted by the player. 

10 While the game of the present invention is designed for computer use, and 

particularly for computer use for the Internet, it is also envisioned as an action game involving 
sequences of choices for relating advertisements and sponsors, or a television game show contest 
with studio audience participation while projecting the game for general viewing or for 
differential viewing by the contestant and the audiences. In this way, each of these groups may 

1 5 be competing or playing cooperatively with each other. 

The remainder of the figures present flowcharts which will detail and expand on 
specifics or portions of the game process illustrated in the overview of FIG. 2. 

The flowchart of FIG. 3 illustrates the sponsor's tag-coding and interfacing with 
the database. This flow chart illustrates the involvement of sponsors of various kinds becoming 
20 licensed partners and agreeing to display the tag-code in a certain way within their commercials 
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or advertisements. Each such sponsor will have a unique code to which a unique number will 
be added reflecting their particular advertisements. An interface is provided which allows for 
the automatic processing of exchanges between the host computer (AE) and sponsors, such that 
the sponsor license is checked and/or registered and an approved tag-code provided to the 
5 sponsor. This tag-code is then the identifier that is used by potential players to identify a specific 

advertisement when they play a specific game of the present invention known as Tag-Code, 

which will be explained in detail hereinafter. 



The flowchart of FIG. 4 elaborates two main features of the game. First there is 
a parallel dynamic database process interacting with the general program flow. This process 
1 0 handles the dynamic creation of a repository of data, its coding, and retrieval for the rest of the 
program. Second, it indicates that the sources of information to be stored in this database can, 
in part, utilize an automatic interaction with sponsors of information such as advertisers, media 
marketers (e.g. Sub# A4 and A5), or the host in-house creative staff which supply information, 
such as commercials and their related historical information for the processed results from those 
15 commercials by which the advertisements are cut into segments or slices and coded (e.g. Sub# 
A7). In the ongoing game, player behavior (e.g. Sub# A6) is also coded and added to this 
database, much of it in connection with these advertisements as in "Sub# A3". The resulting 
database (i.e. Sub# A8) is the source of information from which the game elements are extracted 
according to the choices of games and parameters set by the players. The player's outcome is 
20 acknowledged and the player is asked to give exit impressions for credits and asked if the player 
would like to try again. If a negative is received, the game is terminated with an appropriate 



"thanks". 
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The connected flowcharts of FIGS. 5A, 5B and 5C provide a logical overview of 
the game of the present invention and summarize the entire flow of the process and reference the 
elaborated Modular processes shown in the other figures. The steps in the process include: 

Aa - Setting up and maintaining the underlying database. 

5 Ca - The display of an opening, attention getting, introductory page which asks 

for (Ca3) minimal information of identification, particularly important for differentiating first 
time versus prior players. 

Da - Asking for information on age, gender, and culture which permits the supply 
questions and formats to be more tailored to the player, so that, for example, advertisements in 
10 action movies might be used for men, and advertisements from soap operas for women. 

Ea and Eb - Register a player who wishes to pay via credit card to play the more 
challenging games and who hopes to be reimbursed should the player win. This requires a player 
to be 18 or accompanied by someone who is 18 years of age. More detailed information is sought 
here for tracking and further profiling purposes. Eb checks to make sure that a person is 
1 5 appropriately registered at the level for the game they have requested to play. If not, the player 
is sent back to gather the additional information. 

Ga- Player selects a game type or format they wish to play. Thereare 14 different 
formats from which to choose. Two of these are actually restricted versions, Demo and Play-for 
Fun, of the other 12 games. After registration is checked and payment secured if the person 
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wishes to Pay-to-Play the more challenging versions of the games, the selected game has its 
parameters set (Ha) by the player before it is actually presented to the player (Eb). 

Ha - The player can choose the level of risk for winning versus losing by setting 
some seven types of parameters that control from where the data comes. The game's source of 
5 information, mode of presentation (i.e. A/V, still v. sequential), manner of presentation (i.e. 
distorted, distracted), categories or difficulty of segments or "slices", can all be set by the player 
for the given game chosen. This creates a highly customized game for each player. 

Sa - The game is "processed" or played by the subscriber-player. Game plays will 
be sold in subscriptions of "n" number of trials, say 3 repetitions. The results are stored after 
10 each play until the subscribed number has been achieved. 

WA - The results of play are evaluated to determine won/lost status and to give 
credits for games played for future considerations. 

XA - Acknowledges the player's outcome, asks the player to give exit impressions 
for credits, and asks if the player would like to try again. If a negative is received, the game is 
1 5 terminated with the appropriate "thanks". 

The flowchart of FIG. 6 illustrates the opening page and identification registration. 
This flowchart is divided into two sections, the first is intended to be very interesting and inviting 
to the player while the section starting with C3 asks for identification information, Password and 
e-mail verification if a returning player, or asks for this information if a first time player. 
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The flowchart of FIG. 7 illustrates profile registration. This Module asks for age, 
gender, and cultural orientation. The latter includes language, country, or subgroup affiliation 
so that advertisements with these foci may be utilized. This is especially useful when dealing 
with international markets. If the person does not initially desire to give this information, a 
5 further explanatory segment is presented and a second request for the information is made with 
an indication of what the "default" setting will be. 

The flowchart of FIG. 8 shows the process portion of the game of the present 
invention for credit card registration. The purpose of this Module is to insure that payment is 
secured from the player before allowing further play if this type of option has been chosen in 
10 prior player selections. Playing at the demonstration (DEMO) NSTRATION and Play-for-Fun 
level, only requiring passing the identification or ID plus Password, but the materials or 
advertising segments used will be made interesting and kept current, but will be less challenging. 

The connected flowcharts of FIGS. 9A and 9B illustrate the process for format 
choices for games which may be played. There are fourteen game choice formats from which 
1 5 players can choose. These game formats will be discussed in greater detail hereinafter. 

Two of these, DEMO and Play-for-Fun are actually ways of playing the other 
games under restricted conditions and do not actually provide new formats. All of these games 
explicitly focus on one's ability to recall the relationship between advertisement and product or 
service. However, additional game skills may be added on to this base for example to gain 
20 advertising survey information. 
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The player selects which game to play or can review the nature of any game by 
clicking the "to be selected buttons" with the "right hand mouse". This delays the Instruction 
Set for each of the games as described in "S" Modules discussed hereinafter. 

Connected flowcharts of FIGS. 10A and 10B illustrate the process for picking 
5 game parameters in the method of playing the game of the present invention. Once the game has 
been selected, there are many ways in which it can be created within the selected format. There 
are eight classes of parameters within which a player can make choices or the player can simply 
bypass this added task of setting the parameters and elect the default settings. Each setting makes 
the game easier or more difficult and, therefore changes the Payoff Rate. These parameters 
10 include setting the: 

Difficulty level. 

Audio and/or visual kinds of advertising material (e.g. radio or TV). 
Recency of the advertising appearance. 
Region from where the advertisement was presented. 
1 5 Presentation manner, e.g. extortion and distraction. 

Type of source. 

Category of advertisement, such as sports. 
Use of hints to aid in winning. 



20 



These parameters have been operationally defined for setting up automatically 
how the game can be played. FIG. 1 1 illustrates the flowchart for the Hints and Rermnders 
Module. 
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This Module is part of the parameter list but differs in that it provides additional 
information rather than changing the factors used in processing the game format. That is, the 
player asks to know what category of advertisement which the player is dealing with unless this 
"Hint" information is asked for. On the other hand, another parameter can be set to select easier 
5 or more difficult segments from the advertisement section. Also, as is seen in the "S" Modules, 
the R Module may be called from many places for the respective games whereas the Parameters 
are set before the game series begins and is not changed. 

The flowchart of FIG. 12 illustrates the game process portion for the selected 
game handler Module. This is a housekeeping Module in that it manages four general functions: 
Integration of the specific game format chosen with the profile of the player and 
the parameter configuration selected by the player. 

Introduction of the general play for all games and the rules of play while 
encouraging participation. 

Handling of the tracking of which game is being called from the general program 
as shown in FIGS. 5A, 5B and 5C. 

Ensuring that the flow is returned to the Caller point when the specific game has 
been processed. 

The flow charts of FIGS. 13A through 13N provide the process for playing the 
fourteen "S" or game Modules which are described by the Instructions to the player. Two of 
20 these games tend to differ somewhat from the others, but are nevertheless of the same basic 
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source 



essentials in that advertising segments are presented and player identifications of sponsor 
are required in return. These are the two games Play-for-Fun and DEMO. 



The flowcharts are self-explanatory and describe in detail how these fourteen 
respective games are played and how one differs from the other. 

5 A somewhat unusual and different game is illustrated in the flowcharts of FIGS. 

ISO and 13P. This is referred to as the Allegories game. Although a different format than the 
preceding games, the Allegories game is nevertheless an example of the present invention as 
claimed hereinafter. 

The Allegories game is similar to all the preceding game formats in that it requires 
10 the player to relate a slice from an advertisement to a product or manufacturer. In the earlier 
games, parameters were set for how the information could be presented. In Allegories, the 
process is made multidimensional by having the activities be dynamic, that is many changes over 
time as action unfolds. However, the task for the player is the same, recall a relationship between 
the advertisement and product. If you are correct, then you get to use that success by using the 
1 5 logo of the product or company to form a cartoon like character which becomes a hero, an "Ad- 
Ept" or a fancy "weapon" that the Ad-Epts can use in their battles against the "Drones". 

The additional element added to the game is the varied selection of plots with 
layers of allegories. Depending on the successes that the player has in picking characters and/or 
weapons, the plot and unfolding action can be changed, leading to complex scenarios that can 
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be played by children or adults. The nature of play is determined by the parameters allowed or 
selected by the player as it was in the "static" formats described. 

The Format Sequence: The format presented here is only one allegoric plot which 
could be described. Like western novels which are said to have only seven plots, Allegories has 
5 formula plots as variation on the theme of good struggling with evil or more psychological, sub 
plots of "responsibility" being corrupted by denial. In the particular plot presented here, it is 
given that Drones are creatures with certain properties that the heroes may discover through play 
but whose mission is to steal the essences of humanity. Their effectiveness in doing this, and, 
therefore their location, is evidenced by problems mankind may experience. 

10 The first task of the player is to find a surrogate hero(s). This is done by being 

presented with a 3x3 matrix of pictures, clicking on the one she/he may recognize as coming 
from an advertisement, and filling in the product and company name as in the Cue-to-Product 
format of the Sb Module in FIG. 13 A. Here, the player gets to pick from a matrix of Cues, 
making the task easier. If the correct answer is given, the logo associated with this product 

15 becomes a cartoon character with arms, legs, and a face. Up to nine Ad-Ept heros could be 
selected this way at this time. 

The next task for the player, is to assign further properties or parameters to the 
Ad-Epts heroes. These properties could be physical as in shape, size, speed or more subtle 
properties such as responsibility for other characters or creativity. These choices substantially 
20 contribute to how the plot would unfold, i.e. which scenario would be presented to the player. 
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Movements of the mouse and clicks of the keyboard control character movement 
through different scenes of the story creating the action of the game. 

When the Drones are encountered, the Ad-Epts use the "native", product "talents". 
That is, a beer ad logo might spray a Drone, intoxicating it so that it behaves erratically. Or a 
5 toothpaste Ad-E P t (logo) might be mired down Drones in a slippery, cleaning, dissolving 
substance. A Wall Street brokerage Ad-Ept might tie Drones up with ticker tape or mislead them 
into a different target. 



If the Ad-Epts are losing because they haven't picked the right parameters, the 
player has the options of finding additional Ad-Epts in the same way as the first or similarly to 

1 0 pick weapons that the existing Ad-Epts could use. The parameters for the "weapons" logos could 
have their parameters modified also depending upon the original investment or points earned 
during play. Then the interventions with the Drones continues with a modified scenario. This 
game format can sustain multiple repetitions because it is constantly modified by the choices 
made by the player in terms of both playing the Ad-Epts against the Drones, but by the : 

1 5 associated with different ads retrieved for use as Ad-Epts or "weapons". 



scenarios 



Points/credits can be assigned to successful recognition of Cue-to-Product choices 
and by the way the game is played out. A window will keep a running tally for the player. At 
the end of play, wins/losses are tallied and the player is moved to the usual outcome options 
Modules Wa and Xa. 
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The flowchart of FIG. 14 illustrates the evaluation portion or win/lose dispositions 
of the game. When the game selection has been processed, that is the number of repetitions of 
the game played through the required number of times and the result of each game is judged as 
a win or loss and the stored results are further processed to: 
5 Determine if the number of wins in the set constitutes a "win" for purposes of 

payoff. 

Store the number of games played in the player's "credit bank". 
Check the player's prior playing "credit bank" (history) to see how many games 
that player has previously played. 
10 Give a winner a choice as to how the player's winnings should be given to the 

player. 

If the player is judged by the program to be a winner. A (P)ayoff is computed 
based upon the rate assigned to the player by some relationship to the player's prior playing 
credits. The player is congratulated and queried as to what would be the most convenient means 
15 of payment or disposition of these winnings, such as payment to the player's credit card company 
or even directly to a mutual fund account or selection from a list of gift options of equivalent 
value. If the player loses, the message to be sent to the player will depend upon the player's prior 
history of play. Then further disposition occurs in the exit Module as illustrated in the flowchart 
of FIG. 15. 

20 The purpose of the Exit Module is to: 

Gather exit information data for quality control. 

Assign credits earned by play and/or completing questionnaires. 
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Invite or promote further play. 

convey appreciation in a way to encourage return. 

While the player can easily exit simply by choosing the Internet site, inducements 
to follow the process to the program's conclusion are provided by language tone, displays of 
5 available "jackpots" and current sums for winners and credits toward future play. 

In order to more fully illustrate how the game would be presented over the Internet 
to a player and how a specific game will be played, the flowcharts of 1 6 A, 1 6B and 1 6C illustrate 
a simulated PC screen example as presented to the player for the specific game Tag-Code. It is 
here displayed in much the same manner as an Internet screen would-display the game except 
10 background color highlighting cannot be presented in this illustration. Accordingly, highlighting 
is indicated by bold lettering when the game selected is Tag- Code. 

The Display/Monitor symbols shown in FIGS. 16A, 16B and 16C represent a 
"drop- down" of the item clicked on the player's mouse. Double clicking of the item results in 
that particular game being selected as in this example provided. 

15 Referring to FIG. 17, a diagrammatic overview of the computer system 10 is 

illustrated for providing apparatus to perform the method of the present invention for playing the 
game of skill described. This system 10 includes a player personal computer or PC 1 1, the 
Internet telecommunication network 12 and a host game computer system 13. The software 
enablement of the host computer system 13 permits the method of the present invention to be 
20 carried out and to transfer or communicate the results to the player computer processor or PC 1 1 
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via the Internet 12. It will be understood that a computer programmer of ordinary skill upon 
viewing this figure and understanding the flowchart disclosures herein, will be readily capable 
of writing the necessary program to carry out the functions required in order to operate the host 
game computer system 13 of the present invention as described and claimed. 

5 The host computer system 1 3 has the required database management software 

running on the host computer system 1 3 for managing the database of advertisement segments 
which is created by data management software and stored in the database management software 
of the system. The host computer system 13 behaves as a server computer system enabling it to 
respond to player replies input on their respective PC 1 1 which is connected to the server of the 
10 host computer system 13 across the telecommunication network indicated as the Internet 12. 

The host computer system 13 is programmed to receive binary encoded 
information from and send binary encoded information to the player computer processor PC 1 1 
across the telecommunication network or Internet 12. It is further programmed to enable it to 
accept the specific information from players which is sent to the host computer system as binary 
1 5 encoded information. 

The host computer system 1 3 is further programmed to enable it to retrieve the 
required advertisement segments from the database, format the information, and transfer the 
information to the potential customer processor PC 11 across the Internet 12 of 
telecommunication networks in a form whereby the player processor or PC 1 1 will be able to 
20 decode and interpret the information in order to play the game of the present invention. The 
system 1 3 is also programmed for enabling it to receive, decode, and interpret responses from 
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the player computer data processor or PC 1 1 for playing the game of skill of the present 
invention, all as described in detail hereinbefore. 
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I claim: 



1 . A method of playing a game of skill comprising: 

generating a database of advertisement segments from published 

advertisements; 

5 presenting selected of the advertisement segments to a player for sponsor 

source identification; 

receiving player identifications of the sponsor sources of the respective 

advertisement segments presented; 

evaluating the player identifications for correctness; and 
10 displaying the evaluation results to the player. 

2. The method of claim 1 ; 

prior to presenting the selected segments, presenting the player with 
personal identity information questions and receiving player responses thereto; and 

making personalized advertisement segment selections for the presentation 
15 based on the responses. 

3. The method of claim 2 wherein presenting personal identity information 
questions includes presenting player registration questions. 

4. The method of claim 3 wherein receiving player responses includes 
receiving a pre-game wager from the player. 
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5. The method of claim 1 ; 

prior to presenting the selections, presenting available game format 
selections to the player and receiving a player game format selection response; and 

making format selections accordingly for the presentation to be presented 

5 to the player. 

6. The method of claim 1 ; 

prior to presenting the selections, presenting the player with skill level 
selections and receiving player selection responses thereto; and 

making difficulty selections for the presentation based on the player skill 

10 level selections. 

7. The method of claim 6 including giving a reward to the player upon 
winning the game in proportion to the skill level selected. 

8. The method of claim 1 including displaying game rule playing information 
to the player prior to presenting the selections. 

1 5 9 - The method of claim 1 including coding the advertisement segments for 

identification and retrieval from the database. 

10. The method of claim 9 wherein coding includes tagging each 
advertisement segment with a multiple bit code which includes identification bits for the sponsor, 
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the year the advertisement was published and the sequence in which the advertisement was 
published in that year. 

11. A computer implemented method of playing a game of skill on a player 
personal computer having a local storage device and a display device, the computer being 

5 coupled to a network, the computer implemented method comprising the steps of: 

storing a database of advertisement segments from published 
advertisements in a local storage device of a remote host computer coupled to the network; 

displaying selected of the advertisement segments in a screen of the 
display device for sponsor source identification by a player; 

0 identifying on the personal computer the sponsor source of the respective 
advertisement segments displayed and transferring the identifications to the host computer for 
evaluation; 

evaluating the player identifications in the host computer for correctness; 

and 

1 5 displaying the evaluated results in the screen of the display. 

12. The computer implemented method of claim 11 including displaying 
personal information questions in the screen of the display device prior to displaying the selected 
segments, and selecting the advertisement segments for display based on received responses to 
the questions. 



20 13. The computer implemented method of claim 12 wherein displaying 

personal information questions includes displaying player registration questions. 
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14. The computer implemented method of claim 13 wherein receiving player 
registration responses includes receiving a pre-game wager is received from the player. 

15. The computer implemented method of claim 11, including displaying 
available game format selections in the screen of the display device and receiving a player game 

5 format selection response prior to displaying the selections, and making format selections 
accordingly for the display of advertisement segments. 



1 6. The computer implemented method of claim 1 1 , including displaying skill 
level selections on the screen of the display device and receiving player selection responses 
thereto, and making difficulty selections for the displaying of selected advertisements segments 
10 based on the player skill level selections. 



1 7. The computer implemented method of claim 1 6, including giving a reward 
to the player upon winning the game in proportion to the skill level selected. 

18. The computer implemented method of claim 1 1 , including displaying 
game rule playing information on the screen of the display device prior to displaying the 

1 5 advertised segments. 



1 9. The computer implemented method of claim 1 1 , including coding the 
vertisement segments for identification and retrieval from the database. 
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20. The computer implemented method of claim 19 wherein coding includes 
tagging each advertisement segment with a multiple bit code which includes identification bits 
for the sponsor, the year the advertisement was published and the sequence in which the 
advertisement was published in that year. 

5 21. The computer implemented method of claim 20 wherein the multiple bit 

code also includes identification bits for tracking characterizations of each advertisement 
segment, said characterizations selected from a group including difficulty, type, and risk. 

22. An apparatus for playing a game of skill comprising: 

a host computer system storing a database of advertisement segments from 
10 published advertisements in a local storage device and coupled to a network; 

a player personal computer coupled through the network to the host 
computer system for displaying selections of the advertisement segments to a player for sponsor 
source identification; 

said host computer programmed for evaluating the player identifications 
1 5 and displaying the evaluated results in the screen of a display for the personal computer. 

23. The apparatus of claim 22 wherein the host computer is programmed to 
display personal identity information questions on the personal computer and to receive player 
responses thereto and to further make personalized advertisement segment selections for the 
display based on the responses. 
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24. The apparatus of claim 23 wherein said host computer system is 
programmed for displaying player registration questions on the personal computer. 

25. The apparatus of claim 24 wherein the host computer is programmed for 
receiving a pre-game wager from the personal computer as indicated by a player. 

5 26. The apparatus of claim 22 wherein the host computer is programmed to 

display available game format selections on the personal computer and to receive a player game 
format selection response from the personal computer prior to displaying the selections for 
identification. 



\ 
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27. The apparatus of claim 22 wherein the host computer is programmed to 
display skill level selections on the personal computer and to receive player selection responses 
thereto prior to displaying the selections for identification and for further making difficulty 
selections for the selection display based on the player skill level selections. 

5 28. The apparatus of claim 27 wherein the host computer is programmed to 

give a reward to the player which is displayed on the personal computer upon winning the game 
which reward is in proportion to the skill level selected. 

29. The apparatus of claim 22 wherein the host computer is programmed to 
display game rule playing information on the personal computer for viewing by a player prior to 

1 0 displaying the selections for identification. 

30. The apparatus of claim 22 wherein the host computer is programmed to 
identify and retrieve advertisement segments in the database by coding identification. 

3 1 . The apparatus of claim 30 wherein the coding includes tagging of each 
advertisement segment with a multiple bit code which includes identification bits for the sponsor, 

15 the year the advertisement was published and the sequence in which the advertisement was 
published in that year. 

32. The computer implemented method of claim 3 1 wherein the multiple bit 
code also includes identification bits for tracking characterizations of each advertisement 
segment, said characterizations selected from a group including difficulty, type, and risk. 
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33. A storage medium encoded with machine-readable computer program 
code used in a host computer system for remote playing of a game of skill, the storage medium 
programmed for displaying selected advertisement segments of published advertisements on a 
remote player personal computer coupled to the host computer through a network, and for 
5 receiving and evaluating the player identifications and displaying the results to the player on the 
personal computer. 
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FIG. 1 
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AE AdExcitement.com 
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Caller = is the point in the program calling 
for a Module or sub module and to which 
the flow will return once the Module has 
been executed. 

Concurrent = program is running in background. 

Slice = Single frame of video or or segment. 

Db = Database 

Element = A component within a slice, a part 

of an image. 
Point of rejection = where person/player 

leaves game. 
REM = Remark or note 

Coding from connectors and off page 

referencing, use: 
X>Y = The letters and numbers representing 

the program flow between pages and/or sub 

routines. 

XI = uses a subordinate number to reference 
a connection within a page. 

Xb = uses a subordinate letter to reference 
a continuation of this module to 
another page as from "Xa5>Xb 1 .. 

# = start from " 1 " within a given page. 



WO 01/80962 



2/38 



PCT/US01/12844' 



FIG, 2 
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Fig.3 
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Fig . 4 
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Fig . SA 
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Fig. 6 
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INSTRUCTIONS We have the 
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FIG. 9A 
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FIG. 9R 
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Fig, 10A 
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Fig. 1 0P 
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FIG. 1 1 
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FIG. 12 
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MckW 


Games 
Handler 


Sal 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sal 

to Sa2>CaUer 




Select Slices 

by set 
_ Modes 



Select 
Instructions 
by Profile 

IT 



Welcome to the challenges of Ad Excitement where noticing detail 
about what product/manufacturer are being promoted to you through 
national and local ads can mean big bucks for you. Because your wmning means i 
paying attention to our ads, we want you to win oftea This is why we offer various 
gme^ give you credits even when you lose, let you practice, tailo? games to pS 

S^tS?^ 0 ^ 88 ^ 0110,068 *** °PP ortuni *3 f« as wecan dream 
So take a bit of risk, challenge yourself and have fun! 



I 



Track Game 
Processing 


Sub? 


U — 



Continue 


No 
« < 


Game 
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Cue 


Modtf 


-To- 


Sbl 


Product 




INSTRUCTIONS: For each of the following ad 
segments, list the name of the product being advertisec 
and the manufacturer in the two boxes provided. OR, 
you can use the "Hint-Helper" Button 
to select answers from the respective drop down lists. 
Press the PLAY button when ready! 

ZZ3 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sbl 

to Sb2>Caller 



Using chosen modes, 
retrieve from data base cue 
slice and present to player's 
video monitor/audio receiver 




Sub# 



Display retrieved 
"Cue" with two 
answer text boxes. 



Hints & 
Reminders 




YES 



Modtf 

Ra 



Change answer 
boxes to drop- 
down list boxes. 



Player enters 
answer 



Evaluate 


Sub# 


Answer 




Set Mode 
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Product 


Mom 


-to- 
Cue 


Sc 




INSTRUCTIONS: Here is the name 
of a product (& manufacturer) being 
advertised through one of the following 
slices, click on which one. You can also 
get additional information by using the 

"Hint-Helper n Button. 
Press the PLAY button when ready! 



ad 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Scl 

to Sb2>Caller 



Using chosen modes, 
retrieve from data base n cue 
slices and present to player's 
video monitor/audio receiver 



Sub# 




Display to text boxes 
with retrieved 
"slices" array. 



Hints & 
Reminders 



[MfcxW 

Ra 




YES 



Evaluate 


Sub# 


Answer 




Set Mode 
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Mod* 


Tag Code 


SI 



< INSTRUCTIONS: Enter a Tag Code 
from an ad, then click on the picture 
from that ad. You also can use the 
"Hint-Helper" button 
to get additional clues. 
Press the PLAY button when ready! 




CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sdl 

to Sd2>Caller 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 




Sub# 



Display retrieved 
"Slices" array 



YES 




3 



Hints & 
Reminders 



Mod* 

Ra 



Evaluate 


Sub# 


Answer, 




Set Mode 
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Commonalities 


Se 




CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sel 

to Se2>CaUer 



fSTRUCTIONS: Click on the 
following slices which are from the 
same ad? You also can use the 

"Hint-Helper" button 
to get additional clues. . 
Press the PLAY button when ready' 

I 




Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 



Sub# 



Display retrieved 
"Slices" array 




Hints & 
Reminders 



Ra 



YES 



Player selects 
answer 



Evaluate 
Answer, 
Set Mode 



Sllb# 
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STRUCTIONS: Below is a very difficult Key 
Slice with a box for the answer. Below these are a series* 
of ad slices each with an answer box for the product name 
associated with each slice. The first letter of each answer 
box will give you part of the Key Slice word or phrase 
answer to the puzzle. Slices may be from the same or 
different ads. It's tough! You also can use the 
"Hint-Helper" Button to get additional clues. 
Press the PLAY Button when ready! _ 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sfl 

to Sf2>Caller 



5 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 


Sub# 






^ 

r 




Display retrieved 
"Slices" array 



Hints 




Mo* 


Reminders 


Ra 



YES 




Evaluate 


Sub# 


Answer, 




Set Mode 
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INSTRUCTIONS: To find the Key 
Word Answer, write in the product name 1 

for each slice. The letter will fill in the 

Key Answer. For additional clues try the: 

"Hint-Helper" button 
Press the PLAY button when ready! 



CALLS TABLE: 
FROM - RETURN 
Bb>Sgl 

to Sg2>Caller 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 




Sub# 



Display retrieved 
"Slices" and text 
box arrays 





Player provides 
answers 



1 


Evaluate 
Answer, 
Set Mode 


Sub# 



Sg2> 
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> click 



INSTRUCTIONS: The text box gives you 
the manufacturer and/or hint. Your task is to < 
on the related product slice before it's fully faded in. 
The Slice will begin fading-in when you hit the 
PLAY Button. The Timer counts down your 
remaining seconds. For additional clues try the: 

"Hint-Helper" button 
Press the PLAY button when ready! 



CALLS TABLE: 
FROM - RETURN 
Bb>Shl 

to Sh2>Caller 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 




I 




Display retrieved 
"Slices" and text 
box arrays 



Hints 




Mod* 


Reminders 


Ra 



YES 




Evaluate 


Sub# 


Answer, 




Set Mode 
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INSTRUCTIONS: Find the clues! 
This variation on " Whafs it from" uses special 
slices that contain distinct company logos, 
products, and clues. Click on the item and fill in 
the answer box. For additional clues try the: 

"Hint-Helper" button 
Press the PLAY button when ready! 



CALLS TABLE: 
FROM - RETURN 
BoSi-1 

to Si-2>Caller 



Using chosen modes, retrieve 
from data base cue slices and 
present the same task to the 
player's video monitor/audio 
receiver. 




Display retrieved 
"Slices" and text 
box arrays 





Players provide 
answers 



Evaluate 


Sub# 


Answer, 




Set Mode 
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INSTRUCTIONS: The text box gives you 
the manufacturer and/or hint. You pick the its 
product slice in the array of slices. The Slice will 
appear then begin fading-out when you hit the PLAYi 
Button. Your task is to get the answer before it is 
fully faded out. The Timer counts down your 
remaining seconds. For additional clues try the: 

"Hint-Helper" button 
Press the PLAY button when ready! 



5 



CALLS TABLE: 
FROM - RETURN 
Bt»Sjl 

to Sj2>Caller 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 



Sub# 




Display retrieved 
"Slices" and text 
box arrays 



Hints 


Mod* 


Reminders 


Ra 



Player clicks 
answers 



i 



Evaluate 
Answer, 
Set Mode 



Sub# 



Sj2> 
Caller, 
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Play 
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Tic-Tac-Toe 


Sk 




CALLS TABLE: 
FROM - RETURN 
Caller to Bt»Skl 

to Sk2>Caller 



INSTRUCTIONS: A traditional game" 
with a twist. Beat the h ouse by forming 

correct straight line sequences. Click the slice 

you want, and provide the manufacturer or 

product name in the answer box. 
For additional clues try the: 
"Hint-Helper" button 

Press the PLAY button when ready! 



Using chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 



Sub# 




Display retrieved 
"Slices" and text 
boxarravs 




Hints 
Reminders 



Sub# 
Ra 



Player provides 
answers 



Evaluate 


Sub# 


Answer, 




Set Mode 
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Competitive 


Sm 


Play 




CALLS TABLE: 
FROM - RETURN 
Caller to BoSml 

to Sm2>Caller 



INSTRUCTIONS: Challenge another onlinS^ 
player to increase your payoff by 50%— if you" 
win, by playing the basic "What* s it from". Fill in 1 
the check box from a presented slice before your 
challenger and it's bonus time!. For additional 
clues try the: 

"Hint-Helper" button 
Press the PLAY button when ready! 



T 



1 



Using chosen modes, retrieve 
from data base cue slices and 
present the same task to each 
player's video monitor/audio 
receiver. Disable text exchange. 





Display retrieved 
"Slices" and text 
box arrays 



Hints 




Sub# 


Reminders 


Ra 



YES 




Players provide 
answers 



Evaluate 


Sub# 


Answer, 




Set Mode 
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Cooperative 
Play 




INSTRUCTIONS: With an online 
get added advice to beat the "system " by 
playing the basic "What's it from" of filling in 
the check box for a presented slice. But if 
you and your friend win, you each get 
a 50% bonus. For additional clues try the: 

"Hint-Helper" button - 
Press the PLAY button when ready! 



T 



CALLS TABLE: 
FROM - RETURN 
BoSnl 

to Sn2>CaUer 



1 



Using chosen modes, retrieve 
from data base cue slices and 
present to each player's 
monitor/audio receiver. 
Enable text exchange. 




Display retrieved 
"Slices" and text 
box arrays 





Evaluate 
Answer, 
Set Mode 



Sub# 
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Demo 




Play 


Sp 




INSTRUCTIONS: This Demonstrationist 
allows you to try many of the ways in 
which you can play the various games and \ 
attempts to give you suggestions for successful J 
play. For further help, press the J 
"Additional Explanations Button": J 
Press the PLAY button when ready! 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Spl 

to Sp2>Caller 



i 



Using Demo mode, retrieve 
only default options from 
data base cue slices and 
present to each player's 
monitor/audio receiver. 





Display retrieved 
"Slices" and text 
box arrays 




Extensive 




Tutorials 




Guides 









Use Cluld 
-Tutorial 
Suggest Help 


I 
I 





YES 



Evaluate 
Confusion 
Set Mode 


Sub# 




r 
f 





Sp2> 
.Caller. 
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Play-for- 
Fun 




INSTRUCTIONS: In Play-for-Fun, you" 
may play any of the games but without 
dollar payoff and with some limitations on the 
complexity of play. It's good practice for the 
"Big Time" Challenges. For assistance, 

press the "Hint-Helper" Button: 
Press the PLAY button when ready! 



CALLS TABLE: 
FROM - RETURN 

Caller to Bb>Srl 

to Sr2>CaUer 



Using Fun mode, retrieve 
only default options from 
data base cue slices and 
present to each player's 
monitor/audio receiver. 





Display retrieved 
"Slices" and text 
, box arrays 



Use Child 
Tutorial 
Suggest Help 




Hints & 


Mod* 


Reminders 


Ra 



YES 




Player provides 
Choices 



YES 



I 



Evaluate 
Confusion 
Set Mode 


Sub# 







Sr2> 
.Caller. 
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INTRODUCTION TO PLOT: Playing Allegory is like" 
stepping into a new dimension of action game where even the 
hero(s) are designable to meet the challenges of the "Drones". 
The Drones are here to steal "Humanity's essence", i.e. it's creativity/ 
soul, responsibility, and integrity. They have unusual properties of 
being slow moving, usually invisible but casting a shadow, slow moving^ 
and preferring to sacrifice self to impede. They are the main cause of 
blight in cities and for people. The player's task is to earn credits by 
solving ad games. Each correct answer can bring a caricatured hero, 
called "Ad-Epts" (logos with arms, legs, and faces), with special 
features from that product area. The hero(s) can solve further ad 
problems when confronted by challenges to develop tools to use in 
his struggle against the Drones. You can "invest", pay-to-play to 
gather other heroes and tools in fighting the Drones. Credits 
can accumulate toward cash or prizes. 



Allegories 




Action 


Ss 


Series 






CALLS TABLE: 
FROM - RETURN 

Caller to BoSsl 
to Ss2>Wa 
to Ss3>SSt-l 

St-2 to Ss4 



Play Cu^-To- 
Product 
"Matrix" 


Mod? 

Sb 


i 


Each Ad-Ept 
Hero is 
Outfitted 


SuW 




Action Scene 
For Ad-Ept 
Unfolds 


Sub# 



Matrix of 3x3 
Cue-to-Product 
games. Easy to win 



Player selects each 
Ad-Epts parameters 
for size, shape, speed, 
and "product" use. 




Look in town for 
Drones blighting 
people or town. 
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Action 


St 


Series 






CALLS TABLE: 
FROM - RETURN 

Caller to Ss3>St-l 
to St-2>Ss4 
to St-3>Wa 



Ad-Epts 
find Drones 
winning 


Sub# 




Ad-Epts 
Attack 






Cue-To- 
Product 
"Matrix" 


Sub# 
Sb 




Select 
Weapon 
Parameters 


Sub# 



Tabulate 
Credits 


Sub# 


1 


r 



e.g. Drones found 
blighting family, 
fostering divorce 



Using product 
resource to win, e.g. 
beer to intoxicate, 
cigar to smoke out. 



±*ick cue slice, it get 
product, win that 
weapon, earn credits 




Can modify shape, 
efficiency of weapon 
but at long term credit 
cost vs. short gain. 



Credits for ads known, 
Drones destroyed 
minus play- fee x risks 
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Win/Lose 




Outcome 


Wa 


Options 





CALLS TABLE: 
FROM - RETURN 

BOWal 

toWa2>Caller 




Check: 
Wins in set 
Wins History 



Check 
History 




Yes t 


Compute: 




P=R*C 




SORRY you lost 
but now you're 
getting the hang 
of how to play! 



SORRY you lost, 
but now you know 
your how your 
determination and 
paying attention to 
ads can payoff. 



SORRY you lost 
but you have shown 
you can be a winner 




CONGRATULATIONS! 
CHECK DISPOSITION WANTED: 
Cash to credit card 
Save in "Game Bank" for later 
Use for discount gifts 

from sponsors' stores 
Send to Mutual Fund/ Account 
Get e-mail proof of transactio 
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To set 




Exit Options 


Xa 



CALLS TABLE: 
FROM - RETURN 
Caller to Bc>Xal 
to X3>Gal 
to X4>Caller 




Timer out 
Save Data 




I 



Flash Jackpots 
Do you want to play?] 
Sums of winners 



PLEASE NOTE: For additional 
credit points toward your next game and 
winning s, please take a minute to help us 
improve our site for you and other players 
and complete our brief Questionaire Ratings: 
Game is too hard? Did you try practices? 

Do you want to now? 
What did you like dislike about the site? 
Ease of play? 
Multiple choices? 
Too many presses to play? 
Comments. 




Thank You. 
Shall we save credits! 
for your next visit? 



Assign credits 


Sub# 


SetQs 




mode done. 





Assign all data. 
Display goodbye 
Set flae^to quit. 

< Thank youN 
for visiting usj 



WO 01/80962 



35/38 



PCT/US01/12844 



FIG . 16 A 

NOTE: This is a simulated screen example as presented to the player. It is 
set much as internet screens are displayed such that when game is 
high lighted, the cursor and item change if an informational tip is 
associated with this selection. A tip "drops down" if the item is clicked. 
Double clicking the item results in that game being selected as in this 
example. 



INSTRUCTION: Pick a game - Challenge your mind, memory> 
observational skills..But check out Demo or Play-for-Fun 
for practice. Also, you may want to control the difficulty of the 
games to start with so set the parameters — or be brave and just 
Pay-to-Play for your big winnings. 

Pick A Game: 

Click on game once for informational tips. 
Double click to select that game 




Demo 

Play-for-Fun 
Cue-to-Product 
Product-to-Cue 

Tag-Code 

Deductive Dynamii 



Commonalities 




Tip; 



Anagram 
This game lets you picKNde-In 



your ad by you entering the tag 
code from an ad you've seen, we 
will pull up a slice from that ad 
and others to see if you can get 
the one that really goes with 
the tag-code youVe entered. 




Rem: 

Informational tip. 
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FIG, 16B 



NOTE: Here the player is presented with options for setting background filters 
for how the game is to be constructed. In this instance, the player has 
single clicked on the "Difficulty of Play" and the drop-down information 
tip is displayed with mutually exclusive options. The easy mode is checked. 
This changes the level of Payoff as is shown. The player could work through 
several of the other options if desired, similarly raising or lowering the 
payoff rate or s/he could hit play and move on to the game itself. 

<\ 

/ jr INSTRUCTIONS: Because we believe in giving people choices, \ 
/ / there are many ways to set up your game to suit you. Each choice \\ 
' / makes it easier or more difficult, changing payoffs accordingly. \ 

Have fun! 



Pick A Setup Parameter: 

Click on a parameter once for information tips. 
Double click to select changes in that parameter 
and notice the payoff changes! 



Payoff 




Difficulty- 

A/V Mode 
Recency of Ad 
Region of Ad 



3.22:1 



Presentation Options 
Type of Source 
Category of Ads 
Use Hints 



Set Difficulty Option 

© 1-Easy (Very different 
elements) 

02 

03 
06 

07- Very Difficult 

(Similar ad elements) 
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NOTE: Because the player selected an "Easy" level of difficulty, the pictures (a-h) 
selected to compete with the correct answer "X" are each fairly different, 
making discrimination of recall from the Tag-Coded cue ad easier. The 
player can see what the present payoff rate is and, if unsure about h/er 
answer, can press "Hint-Helper" to select a variety of clues, which will 
make it easier but change the current Payoff rate. If double clicking 
results in a win, "What A Winner" flashes for several seconds. Then 
h changes to "Try Again", shortly disappears and "Enter Tag-Code" 
begins to flash as "n Play" changes to the next game number in the set 
and the process repeats. 



INSTRUCTIONS: To play this game, you have to have a Tag-Code from an 
ad. Enter this Tag Code from the ad, then click on the picture slice that comes from 



that same ad. You also can use the "Hint-Helper" Button to get additional clues 
Press the PLAY button when ready! 



Enter Tag-Code 



Payoff Is: 



3.22:1 



n Play 



1 of 3 




What A 
Winner! 



) 




PICK A PICTURE SLICE YOU THINK GOES WTTH'YOUR "TAG-CODE: 
Click on it once to expand it. Click again to shrink it back down.. 
Double click to select a picture as your answer! 
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FIG, 17 




Host 



Computer 
System 



INTERNATIONAL SEARCH REPORT 



International application No. 
PCT/USO 1/1 2844 



A. CLASSIFICATION OF SUBJECT MATTER 
IPC(7) : A63F 9/24 

US CL :463/9.25. 42; 273/429, 432; 705/14, 27; 434/323. 307R 
According to International Patent Classification (IPC) or to both national classification and IPC 



B. FIELDS SEARCHED 



Minimum documentation searched (classification system followed by classification symbols) 
U.S. : 463/9 t 23, 25, 29. 42; 273/429-432; 705/14, 27; 434/323. 307R 



Documentation searched other than minimum documentation to the extent that such documents are included in the fields searched 
None 



Electronic data base consulted during the international search (name of data base and. where practicable, search terms used) 
None 



C. DOCUMENTS CONSIDERED TO BE RELEVANT 



Category* 



Citation of document, with indication, where appropriate, of the relevant passages 



US 4,326,711 A (GIALLOMBARDO) 27 April 1982, entire 
document 



Relevant to claim No. 



1-32 



I I Further documents are listed in the continuation of Box C. | | See patent family annex. 



Special categories of cited documents: 

document defining the general state of the art which is not considered 
to be of particular relevance 

earlier document published on or after the international filing date 

document which may throw doubts on priority claim(s) or which is 
cited to establish the publication date of another citation or other 
special reason (as specified) 

document referring to an oral disclosure, use. exhibition or other 
means 

document published prior to the international filing date but later than 
the priority date claimed 



later document published after the international filing date or priority 
date and not in conflict with the application but cited to understand 
the principle or theory underlying the invention 

document of particular relevance; the claimed invention cannot be 
considered novel or cannot be considered to involve an inventive step 
when the document is taken alone 

document of particular relevance; the claimed invention cannot be 
considered to involve an inventive step when the document is 
combined with one or more other such documents, such combination 
being obvious to a person skilled in the art 

document member of the lame patent family 



Date of the actual completion of the international search 



14 JUNE 2001 



Name and mailing address of the ISA/US 
Commissioner of Patents and Trademarks 
Box PCT 

Washington, D.C. 20231 
Facsimile No. (703) 305-3230 



Date of mailing of the international search report 

27 JUN2QQ1 



Authorized officer 

M. A. SAGER 
Telephone No. 



(Pard&ga£SpeciaG$t 
(703) 308-1 \4sTecfiTwu?(>y Center 370Q 



Form PCT/ISA/210 (second sheet) (July 1998)* 



INTERNATIONAL SEARCH REPORT 



International application No. 
PCT/US01/12844 



Box I Observations where certain claims were found unsearchable (Continuation of item 1 of first sheet) 



This international report has not been established in respect of certain claims under Article 17(2)(a) for the following reasons: 

1. £g] Claims Nos.: 33 

because they relate to subject matter not required to be searched by this Authority, namely: 

the mere storing of code on a medium is non-statutory due to the code not being postively enabled within a computing 
or processing device. 



2. I | Claims Nos.: 

because they relate to parts of the international application that do not comply with the prescribed requirements to such 
an extent that no meaningful international search can be carried out, specifically: 



3. | [ Claims Nos.: 

because they are dependent claims and are not drafted in accordance with the second and third sentences of Rule 6.4(a). 



Box II Observations where unity of invention is lacking (Continuation of item 2 of first sheet) 



This International Searching Authority found multiple inventions in this international application, as follows: 



| | As al! required additional search fees were timely paid by the applicant, this international search report covers all searchable 



claims. 



2- □ As all searchable claims could be searched without effort justifying an additional fee, this Authority did not invite payment 
of any additional fee. 

I I As onrv some of the required additional search fees were timely paid by the applicant, this international search report covers 
only those claims for which fees were paid, specifically claims Nos.: 



| | No required additional search fees were timely paid by the applicant. Consequently, this international search report is 
restricted to the invention first mentioned in the claims; it is covered by claims Nos.: 



Remark on Protest 



| | The additional search fees were accompanied by the applicant's protest. 
1 | No protest accompanied the payment of additional search fees. 



Form PCT/ISA/210 (continuation of first sheet(l)) (July 1998)* 



WO UlAJ4>y62 



l/3« 



pcr/usaiyjis44 



FIG. 1 
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=Docl$lon Block 
Indicates transfer or 
branch 

"Input/Output 
Read/Write operation 



-Man ual/Keyboanj 
or mouse Input 
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■I> Jsp lay/M on Itc r 

=Connectors 
Can have multi exit but 
only one entry point » 
arrow pointing away, 

■•Off Page Transfer of 
flow. 

-Automatic Loop 
Control for counting 
For.. .Next loops 









- Start Block ar 




End 










« Processing Note or 






Rem Block, 







=Modute M is a broad 
collection of procedures 
to produce an outcome. The 
letter under "Modfl 11 is a 
code- to identify this specific, 
elaborated collection, 

^Subordinate modnle(s) object 
to accomplish an outcome and 
is not elaborated elsewhere in 
the charts. 



ABBREVIATIONS USED: 
AE AdBxcftement.coin 
Ad ■* Advertisement 
ft b number 

Caller = is the point in the program calling, 
for a Module c r sub module and to which 
the flow will return once the Module has 
been executed . 

Cod current - program is running in background. 

Slice « Single frame of video or or segment. 

Db « Database 

Element — A component within a slice, a part 

of an image. 
Point of rejection = where person/player 

leaves game. 
REM = Remark or note 

Coding from connectors and off page 

referencing, u§ e: 
X>Y = The fetters and numbers representing 

the program flow between pages and/or sub 

routines. 

XI — uses a subordinate number to reference 

& connection within a page. 
Xb = uses a subordinate- letter to reference 
a continuation of this module to 
another page as from "Xa^Xbl 
# « start trom m V* within a given page, 
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FIG. 2 



^ Start ^ 




wxK 



Display 


Ms* 


Openiog 










Ask For: 






ID, Age, Sex 






Cultural Info. 


Da 






Evaluate 




Financial 


Ea 


Registration 


J&2 



1 



Select Game 


Gat 






Format 





Play 

Demo 



Play-For- 
Pun 





Verify 
Registered 


Ca3 






Player 
Selects 
Parameters 


Ha 




.Other 




Games 









Tag-Code 


Sd 



Common- 




alities 


Se 



Cuc^-to- 




Product 


Sb 



Ad-TVw> 









; Product- 






So 



wm/JLose 




Exit 


Wa 


Ootions 





Cooperative 




Play 


Sn 
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CALLS TABLE: 
FROM - RETURN 
Concurrent 

Cflltei>Ab1 

to Ab2>Caller 



Internet 
Interface 
to ARd&np 




Registration 
► & Licensing 
byAE 








Algorithm provides 
» unique sponsor & 
tag-oodc number 



Sponsor places tag-code 
within each visual/auditory 
ad under licensing terras 




REM: Potential PJayerX 
Reads Tag-Code and 
Associates it to Ad. 




P 






r 




Playe/X selects 
tag-code game (Mod#Sd) p 
matches ad slice. 


1 Ab2> j 
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Fig- 4 



STA RT Aal ^ t 



REGISTER IN Db: 

Htts 

# & pcM of Rejections 
Types of Choices 
Time to Choose 





Sub# 


USER 




A6 



Database 

Sources 



Aa 



CALLS TABLBs 
FROM - RETURN 
Concurrent 
Calkr>Aa8 to Caller 



Create Codes 
cfc. Tracking of Ada, 

Cuss. Ph 



NO 




JRJEM COMMENT^ J 
Create Flexible Database 
Tables & codes to track: 

Players profiles 

A^V stimuli ' 

Ad use history* type* 

Ad sponsors 

Player/user behavior 
from "hit to end* j 



Source (Stimuli; 
Coding & 
Put inDb 


Sim 

Aa4 






Automate 
Interface to 
Sponsors 


Sub# 
Aa5 



COMMENT: SOURCES Of 
rtimlui scanned/digitized, 
including from: 
Print 

billboards. published books, 
newspaper^ mags, 
Movies/film 

TV/cable program^ commercials 
Internet sites & commercials 





"she*" & add 
ratings of ails 
toDb 


Sub# 
Aa7 




Rem: Each source item 
is "sliced" to elements 
&■ rated for difficulty 





Update 


Siih# 


Database 


Aa8 
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S/3« 




[Ba2] 






f Start J 


l 


Update 




Database 


Aa 




display 


MxWj 


Opening 


Cal 


Page 





3 



Ask 
For 
ID Info 


Ca3 




r 


■ » 


" ask r-or 
Age, Grader 
Cultural Info 


Da 




Register 
Player 


JttxH 

Eat 




r 




Player 
Selects 
Game 


MX* 

Gal 




F 


Registration 


Ebl 



Second 
enhance 
acplanatio 




WO 



pC"r/uaaiyjw)44 



Fly. SB 



CALLS TABLE; 
FROM - RETURN 
Ba3>Bbl to Bb3>Bcl 
Caller f o Sa2>Bb4 



squired^ 












/!\ 

PaymttLt^ 










Collect 




Payment 



Set Limited 
Flay Mod& \ 




Rjem: This will 
limit by play Age 
and credit card. 





Selects 
Parameters 1 


***** 
Hh 








S J elecfe 
Process 


d 
ed 


Mm* 

Sa 
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Fig, 5C 



CALLS TABLE: 
FROM - RETURN 
Bbd>Bcl to Exit 

toBc4>Ba4 
to Bc$>Ba5 




Win/Lose 








Options 




1 







tent 




Options & 




Questions 
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Upening 




Page 


Co 


Display 



CALLS TABLE; 
FROM - RETURN 
Ba>Cal to C2>Ba 
Ba>C3 to C4>Ba 



Ask 




For 


ID Info 


C3 





r 




Opening 


1 


r 



<Raule-Da$3le A 
Display jT 

> 



:"Aftenlicn 
Grabber* 




Sponsors' Ticker 
Taps (slow) 





INFORMATION about; 

Play free ar for cash 
What you c&n win 
Your knowledge a<h?T>tflges 
Ease of winning fey noticing 

advettisemcfit details 
Using parameters to get edgg 
f " 




Self ttesigniiled to, 
Password, e-msJI 




CONCURRENTLY 
TRACK DB; 

Registries 
Types erf Choice 
Time to Choose 



INSTRUCTIONS: To save you 
considerable time in future visits 
and to help us operate our site 
usefully and securely, please 
provide your 

Self designed User ID 
Password 
e-mail 
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Fig- 7 




Register 
Profile 


Da 





INSTRUCTIONS: Vft 

Xh*™ games if you UEI us J 
just a bit of who you fltfr- / 




CALLS TABLE: 
FROM - RETURN 
Ba>Dal to D4>Ba 
to Caller 





Treat as age 25, 
male, white-flag 



NO 





YES 



Without this information? 
the game may be less 
interesting and harder 



Outcome 




Options 
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INSTRUCTnoNS Well AW the 
following IsvbIb af registration for playfofc: 
UtmQ «> KfijiEnnijn to tailor formats and provide security. 
PUy-for-Fuo ->Baflfc: p«pl* can try different of games. 
Pay-<o-Flay ~> any afthe» gwnet require 
credit tuda, c-rnAU tddf&K V« ifkadon. . 



Credit Card 
Registration 



MxH< 



CALLS TABLE: 
FROM - RETURN 
Caller to Bt»El 
to E5>Bb 
toE6>Xa 




THE REG [ S1HRATIO N FORM SHQW&THK KINI> OF 
INFO RMATIO N REQUULEJ> FO£ EACH GAME LEVEL 
YOU MAY WANT TX> £LAY 

(You C3a alwayi mtvt up 1fycu Tvant ft higher level af play) 





Z Present ~7 
Questions / 
(by level) / 



NO 



Quit? 





B4J 



YES 



Evaluate Answers- for; 
completeness A leveL 
Store and Set mode tevels. 
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Player 




Selects 


6al> 


Game 


Gb 




INSTRUCTION: 
pick a game - Challenge your 
mind, memory, observational skills. 
But check out Demo of Play-for-Fun 
for practice. Also, you may want to 
control the difficulty of the games 
to start with so set the parameters - 
or be brave and just ?ay-to-Flay foi 
your big winnings. 



□ALLS TABLE; 
fTROM - RETURN 
3bX3al toOa2>Xl 
10 Ga3X3bl 




Set flag for 
game chosen 

X 



|033> 
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FIG. 9B 





Ga3> 






To Set 


Sub# 


Game Formats 


Gbl 



CALLS TABLE: . 
FROM - RETURN 
Ga3>0bl to Gb2>Xl 
to Gb3>Bb 
to CaUar 



INSTRUCTION - Advanced: >^ 
These Pay-to-Play games can earn \ 
big winning* as they have ether j 
challenges. May the power of mind / 
bewiihyouS / 





Set mode for 
game chosen 
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To Set 




Strategy 
Parameters 


Ha 




INSTRUCTIONS: Because we 
believe in giving people choices, 
there are many ways to set up your 
game to suit you. Each choice makes 
it easier or more difficult* changing 
payoffs accordingly. Have fun! 



.H2 
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Setting 
Presentation 
Options 


AhfJf 

Pal 





i 




Stiii vs. 
Strip 
Set 


Suttf 
Pb 



CALLS TABLE: 
FROM - RJRTUfcN 
Calkr>Pal 

to Pa6>Ha2 
to >Cailer 



I 



Distort 
Distract 
Set 


Sub# 
Pc 






Dynamic 


Sub# 
Pd 


i 


r 


Fade/Ghost 


Sub# 
Pe * 








©■ 



help NOTES: TW$ opljondoeT 
not cover the content but the way 
that material is or is not pfes«ife<£ 

Picfc slices of images « sound"B 
bo presented briefly as "still" 
imago or itti nrmal jound fragment 
vfr. sequences or "strips" 

Presented material may be 
Miatarted" txsitf eofcir shifted, 
brigbCiK$9 x -color changes) or 
"distracted" (eg. «nxW*fc" a 
"ghosting", "edging*, "snewfojs") 

Dynamic requires player to 
continue niftkm{g a response in 
orctertoinab4am«iiftu 1 tlti& 1 fcg, by 
pressing space bar or moving 
moiw between poinls. _ 

Fade/Gliast image or sound 
maty bo turned up cc down so that 
iinsge (or sound) moves feint to 
normal. 

NOTEt On yew first Cxraple of" 
plays you may wH watt to chaog£ 
parameters ... If so„ prtss 
"None Wanted" 



) — ► 


Parameters set for 
controlling slices 






— ^ » 



Calk 
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FIG. 1 1 



RaL 



Hints 




Reminders 





NOTE: These informational addons are 
outside of those set by ofhs parameter g 
and involve selecting other data, coded 
with the particular sQamtai slice* 



CALLS TABLE: 
FROM - RETURN 

Caller>Ral 

to Ra2>CaiIer 




I 



HELP NOTE: If you're feeling stuck and would 
like a hint of additional infbnuatioi^ try on^or .atl of the 
following (realizing that your payoff es reduced acwfrJingly^ 
but something U better than rtOtfijng, 





HBI^NOTEr Press to 
shovy category (or sub 
category ui&d Co classify 
this cuesHc*. 




HELP NOTE: Add 





HELP NOTE: S*b a 
"zoomed in or cropped" 
and inform $ttv.$ pJecnent 
from (hi? cue &et. 



HEIiPNOTHR: Wan! a 
kiod ward of advice? 
Press o.€fc. 




FromDb, read category 
label and display. Set 
mode for payoff. 



FromDb select easier 
slice from same group, 
set mode for payoff. 



FromDb select easier 
related cropped element 
Bet mode for payoff. 



From Db select "kind 
word* 1 , display, set 
mode for payoff 
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EI£L_L2 



Selected 




Comes 


Sal 


Handler j 




CALLS TABLE* 
FROM - RETURN 
Caller to Bb>Sal 

to Sa2>Caller 



| Select Slices 
by set 
Modes 

T 




Select 
Instructions 
by P rofile 

X 



ekemeto tfifi ch^ltug^ of Ad Excntonifcrtt whew noticing details 
about what produi^imnLifftctoer are bd^g promoted to y&a through 
national and local ads can mean bSg bucks foe you. Because your winning means 
payhag aftenikm to our ads p wb want you to win oftsn This is wfiy w» offfer various 
games, give you crafts tvnu tvhtt you Eo*c let yw practice, .tailor games to prof 
and fry to give you as many <±ioic« &nd opportunities: for Ftm &j wean dream i 
So take- a bit of risk, chatter^ yourself and hare foal 



i 



Track Game 
Processing 




U 



Continue 
Oarae 




i 



Yea 


Error 


> ► 


Handler 
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FIG, 13A 



Cue 




-To- 


Sbl 


Product 




INSTRUCTIONS: For each of the following ad 
segments, Kst the name of the product being advertise 
and the manufacturer in the two boxes provided, OR, 
you can use the "H int-H elp er" B utton 
to aelecl answers from the respective drop down lists. 
Press the PLAY button when ready J 

Z=l 



CALLS TABLE: 
F&OM - RETURN 
Caller io Bb>Sbl 

to Sb2>CalIer 



Using chosen modes, 
retrieve ifroni data base cue 
slice and present to player's 
video jnonitor/audio receiver 




Sub# 



Display retrieved 
"Qie" with two 
answer text boxes. 




Hints & 
Reminders 



YES 



Mo* 



Change answer 
boK.es to drop- 
down lkt boxes. 



Player enters 
answer 



1 


r 


Evaluate 
Answer 
Set Mode 


Sub# 
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Product 






Sc 


Cue 




EtfSTttUCnONS: Ht« is. the nam* 
af a product (A- manuficrturej) being 
advml«d through on* ofltio following ad^ 
alieea, etidc do which <m&. Yau cm also 
get additional information by ft* 

"Hiirt-Hfitpe/" Burton. 
P*anfl f PLAY button Wherti wadyl 



CALLS TABLE: 
FROM - RETURN 
Caller toBb>Scl 

to St>2>Cafle* 



■ 



Using- choseti mode*, 
retrieve from data bass n cue 
slices and present to player's 
video monitor/audio receiver 




Display to text boxes 
with retrieved 
Alices 11 array. 



YES 




Hints & 
Retninders 



Player clicks 
answer 

i 



Evaluate 


Sub# 


Answer 




Set Modt 
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Tag Cede 


SI 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sdl 

to Sd2>CalIcr 



^INSTRUCTIONS; Enter a TagCodc'V. 
ftotn bd ad, (ben click mi the picture /\ 
jS from (bat ad. You also t*a us&tb* A 
^ "Hlnt-Helpe** button I 

>l to get additional dues. / . 

>^ FreaB <hc PLAY button wb«n f 3&dy1 >/ 



i 


r 


Using chosen mode^ 
retrieve from data base cue 
slices and preset!! to player's 
video monitor/audio receiver 


Sub# 




E\ r aluatc 








Set Mode 




. . 


Sd2> 


J 


LCaller, 
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Comma calitles 





CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Sel 

to Sc2>Calkr 



fSTRUCTlONS: Click on the" 
following slice* which are from the 
same ad? You also can uae the 

"Hint-Helper 11 button 
to get additional dues, . 
.Press the PLAY button when ready] 



I 



Usiflg cho'sttL modes, 
retrieve from data base cue 
slice* and present to player's 
video monitor/audio receiver 



Sub# 



Display retrieved 
"SHoe^ array 




Hints & 
Reminders 



Ra 




YES 



Player seiects 
answer 



Evaluate 


Sub# 


Answer, 




Set Mode 





S«2> 
.Caller 
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no. i3R 



Deductive 
Dynamic 




CALLS TABLE; 
FROM - RETURN 
Caller to Bb>Sfi 

to-$£Z>Calter 



STRUCTIONS: Below is a very difficult Key" 
Slice with a box for the answer. Below these are a series^ 
of ad slices each with an answer box: fbr the product name 
associated with each slice.. The first letter of each answer 
box will gfve you part of the Key SKce word or phrase 
answer to the puzzle. Slices may be from the same or 
different ads. Ife tough! You also can use the 
"Hint-Helper" Button to get additional clues- 
rcas the PLAY Button whgn ready C 



5 



Ustogr chosen modes, 
retrieve from data base cue 
slices and present to player's 
video monitor/audio receiver 


Sub# 


1 








Display retrieved 
"Slices" array 




Hints 






Reminders 





Player provides 
answers 



1 


Evaluate 
Answer, 
Set Mode 


Sub# 
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FIG, 13F 




JNSTAUCTIONS3 Tq find the Key 
Ward Answer, wJte in the product 

for cacb eIec*. Th* letter will filL in 

Key Answer. Fof sddirianal cluce fry the 

*Hin«*Help«" button 
Press tbe PLAY button when ready* 



rcarne 
the 



CALLS TABLE* 
FROM - RETURN 
Bb>Sgl 

to Sg2>Caller 



Using- chosen modes, 
retrieve from data base cue 
slices and present to player's 
video niter/audio receiver 



Sub# 



Display retrieved 
"Sites" end text 
box arrays 





YES 



Player provides 
answers 



Evaluate 


Sutrf 


Answer, 




Set Mode 





Sg2> 
.Caller. 



WO OlAWSttl 



23/33 



PCT/USU 1/J 2844 



EIG, 13G 




INSTRUCTION: The text box gives you 
the manufacturer and/or hint. Your task is to < 
an the related! product slice before iI'e fully faded in* 
The Slice mil begin fh fling-in when ycMJ hit the 
PLAY Button, The Tinier counts down yaur 
remaining seconds. Par additional clues fry the: 

n ffiji<-Helpcr n burtao 
PneflB the PLAY button when rtadyl 



CALLS TABLE: 
FROM - RETURN 
Bb>Shl 

to Sh2^Caller 



El 



Using, chosen modes, 
retrieve from data base cue 
slices and pr«cnt to player's 
video monitor/audio receiver 




I 




Display retrieved 
"Slices" and text 
box arrays 




Hints 






Reminders 





YES 



Player clicks 
answers 



Evaluate 


Sub# 


Answer, 




Set Mode 





Sh2> 
^Caller, 
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Pl&y 


MxW 


Imbedded 


Sm 


Items 




WSTfiUCTIOflS; Find the due*! 
Tbis vmartoa CD "Wbat'e it from 1 usea spcciaC 
slices tb At contain djgtiii c* company logae, 
products^ add clues. Click du the item and EJ] in 
the answtf tax, F<?T add](iaaat clues try the: 

"Hint-Helper" button 
Press lh* FLAY bvttan when ready! 



CALLS IAJBLE: 
FROM * RETURN 

to Si-2>Caller 



Using cho sen modes, retrieve 
from data base cue slices and 
. present the same task to the 
player^ video monitor/audio 
receiver. 


Sub# 












r 






Display retrieved 
<f ''Slfces" and text ] 
\v box arrays 


Hints 

Reminders Rb 


X Hmt>v YES 

Helper N — 





.Pressed/ 



NOl 

Players provide 
answers 




2sm 
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Sjl 



Play 




Fade-Out i 


Sj 




INSTRUCTTCWS: The toct box jgivDB you 
the ttiamr&cturer &nd/w bint. Yau pick the ttg 
prtxiuc* slice Ln the array of sficea. Tbc SCld* will 
appear then begin fading-nut wfc«i yau hit the PLA Y^ 
Button. Your task i$ to get ihs answer before [t I? 
fully fo(Se<L out, The Timer DouatB down your 
remaining $ecc<nd*. For -addition*] clues try the: 

M fi2a(-Be]fW button 
Press the PLAY frutton whec ready! 



CALLS TABLE: 
FROM - RETURN 
Bb>Sjl 

to Sj2p>CfllIer 



5 



UsingTchosen modes, 
retrieve fiom data baso cue 
slices and present to player's 
video monitor/audio receiver 



Sub# 




Display retrieved 
"Slices" and text 
box arrays 





Player clicks 
answers 



t r 


Evaluate 


Subfl 


Answer, 




Set Mode 





Sj2> 
.Caller, 
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FIG..13J 



Play 


Mod* 


Tic-TaoToc 


Sk 




INSTRUCTIONS: A traditional fi i qiT 
with « twist. Beat the house by fbrmLng 
correct HrMght line sequenoea. Click tb* sJice 
y&U want, and provide the-JKtlluJltOtvlrer Or 
product name in i£e Hjiswsr box. 
For ftdd3(DQjiBl clues Cry Hie: 

"Hint -Helper" button 
Press the PLAY button w& en rsa<Jyl 



CALLS TABLE: 
FROM - RETURN 
Caller to Bb>Skl 

to Sk2>Callcr 




Using chosen modes* 
retrieve from data base cue 
slices aad present to player's 
vidca monitor/audio receiver 



Sub# 




Display retrieved 
"Sticks" and text J 
.arrays 



YES 



Hints 
Reminders 



Sub# 
Ra 



Player provides 
answers 



E 



Evaluate 


Suttf 


Answer, 




Set Mode 





Sk2> 
^Caller, 
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Mb* 


Competitive 


Sm 


Play 




INSTRUCTIONS: Challenge another c 
player to In crease your pnyoff by 5 0-%-- if you. 
win, by pfayicg the basic "What's it from'. Fill in 1 
the check box fro en a presented si toe before your 
challenger and Lt 1 G bonus timet. For additional 
chica tiy the: 

"Hiat-HctpcT 4 button 
Ptcbb fbc PLAY birttcm when refldyf 



CALLS TABLE: 
FROM - RETURN 
Caller to BOSnll 

to Sm2>CalIer 



Using chosen modes* retrieve 
from data base cue slices and 
present the same task to each 
player's video monitor/audio 
receiver. Disable text exchange. 





Display retrieved 
"Slices" and text 
box arrays 



YES 





! Hints 






Reminders 


Ra 



Playera provide 
anaweis 



Evaluate 
Answer, 
Set Mode 






r 



Sn*2> 
.Caller, 
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FIG. 13L 





CALLS TABLE: 
FROM - RETURN 
Bc>Snl 

to Sn2> Caller 



< /INSTRUCTIONS: WJCh An <*Jincfii^ 
&«t added advice to best the "system* by 
v playing tho baric "What 1 * Jl from* of fi]Jing fa 
the cliBct box for 3 presented sJicc Hut if 
you and your frcaTid wfn B yan each get 
a 50% faaQUB. Fqt wltflrtooa] clues try thsz 
°Htnt-Holper n button . 
. FreM the PLAY button when ready] 
— 



1 



Using chosen modes, retrieve 
from data base cue slices and 
present to each player's 
monitor/audio receiver. 
Enable text exchange. 





Display retrieved 
"Slices" and text 
box arrays 





Hints 
Reminders 



Ra 




YES 



Players provide 
answer 







Answer, 




Set Mode 
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INSTRUCTIONS: TW* Demons (ratio ft 
allows you tQ try many Qf the ways in 
which, you can play tbe TOttOU* garner tuid 
attempts (o give you suggestions fbf successful 
pLay, Far forthar help, pr«? the 

'Additional BxpLanaticra$ Bi*ttC*l"; 
Press (tie PLAY button -when ready! 



i 



CALLS TABLE: 
FROM - RETURN 
Calfer to Bb>Spl 

to Sp2>Caller 



1 



Using Demo mode, retrieve 
only default options from 
data base.cue slices and 
present to each players 
monitor/audio receiver. 





Display retrieved 
"Slices 11 and text 
box arrays 



YES 



Use Child 
Tutorial 
Suggest Help 




Extensive 
Tutorials 



***** 




PJayer provides 
Limited Choices 



l 


Evaluate 
Confusion 
get Mode 
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CALLS TABLEi 
FROM - RETURN 
Calterto Bb>SrJ 

to Sr2>Callcr 



INSTRUCTIONS In Pby-fixr-Fun, yoi? 
may play any «f the gflJH4S but without 
dollar paytiff and wZCh Some licnitelious on the 
D&mpL«city of play. It's £&ad practice for the 
"Ble: Tim** CttalL«^g«. For aSsLFtnjace,, 

press, ihe •HCat-Helper* Buttau; 
Ptcas tb* PLAY button whsa j«dyl 



Using Fun mode, retrieve 
only default options from 
data base cue sUces and 
present to each player'a 
monitor/audio rc«iver. 
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WG. 13P 




moving! 



INTRODUCTION TO FJLOT: Playing Allegory is like" 
stepping into a new dimension of action game where even the 
he»(s) are designable to meet the challenges of the 1, Drones"\ 
The Drones are here to steal "Humanity's essence", Le- it's creativity; 
soul, responsibility, and integrity. They have unusual properties of 
being slow moving, usually invisible but casting a shadow, slow 
and preferring to sacrifice self to impede. They are the main cause of 
blight in cit.ies and for people. The player's task is to earn credits by 
solving ad games. Bach correct answer can bring a caricatured hero , 
called "Ad-Epts n (logos with arms, legs, and faces), with special 
features from that product area. The heno(s) can solve further ad 
problems when confronted by challenges to develop tools to use in 
his struggle against the Dronea. You can "invest" p pay-to-play to 
gather other heroes and tools in fighting the Drones. Credits 
can accumulate toward cash or prizes. 



Allegories 


Mb* 


Action 




Series 






CALLS TABLEr 
FROM - RETURN 

Caller to Bc>Ssl 
to Ss2>Wa 
to Ss3>SSt-l 

St-2 to Ss4 



Play Cue- To 
Product 
"Matrix" 


Mod* 

Sb 


i 


E&chAd-Ept 
Hera is 
Outfitted 








Action Scene 
For Ad-Ept 
Unfolds 




: 


i 



Matrix of 3x3 
Cuc-to-Ptoduct 
games, Easy to win 



Player selects each 
Ad-Epts parameters 
for size* shape, speedy 
and "product* uae. 



Look in town for 
Drones blighting 
people or town. 
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FIG. 13Q 



; Allegories 




Action 


St 


Series 





CALLS TABLE: 
FROM - RETURN 

Calfcr to Sa3>St-l 
to St-2>Ss4 
to St-3>W» . 




Ad-Epfs 
fuui Drones 
winning 


Sub# 




Ad-Epts 
■Attack 


Sub* 




Cue-To- 

Producf 
I "Mrtnx" 


Set* 
Sb 




select 

Weapon 
Parameters 


Sut# 



C*g. Drones found 
blighting family. 
fostering divorce 



Using product 
resource to win, e,g 
beer to intoxicate, 
cigar to smoke out. \ 



rjok cub slice, 11 get 
product^ win chat 
weapon, earn credrts 




Can modify shap^T" 
efficiency of weapon 
but &l long term credit 
coat va, short gain, j 



Tabulate 
Credits 




i 


y 



Credits tor ada known] 
Drones destroyed 
minus play-fee x risks 
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Win/Lose 


t i..UI 


Outcome 




Options 





CALLS TABLE; 
FROM - RETURN 
BOWal 

toWa2>Caller 




Check: 
Wins in set 
Wins History 



Check 
History 




.Yes _^ 


Compute: 




P=R*C 




* SORRY you losT 
but now you're 
getting the hang 

^of ho%v toplayl 



r SORRY you lost, 
but no^v you know 
your bow your 
determination and 
paying attention to 
ads can payoff 



SORRY you lost 
but you have shown 
you can be a wforie* 




CONGRATULATIONS! 
CHECK DISPOSITION WANTED: 
Cash to credit card 
Save in "Game- Bank" for later 
Use for discount gifts 

from sponsors 1 stores 
Send to Mutual Fund' Account 
Get e-mail proof of transactio 
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FIG, 15 



To set 




Exit Options 


Xa 



L 



CALLS TABLE: I 
FROM - RETURN 
Caller to Bc>Xal 
toX3>Gal 
to X4>Caller 




PLEASE NOTE: For additional 
credit points toward your next game and 
winnings, please take a minute to he]p ug 
improve our site for you and other players 
and compete our brief QueBtionaire Ratings: 
Game is Coo hard? Did you try practices? 

Do you want to now? 
What did you like dislike about the site? 
Efcse of play? 
Multiple choices? 
Too many presses to play? 
Comments- 





You. 

Shall we save credits 
for your next visit? 




ash Jackpots 
"Do you want to play7j 
Sums of wirtrters 

i 




Assign credits 
Set Qs 
mode done,. 



Sub# 



Yes 




Assign all data. 
Display goodby 
Srt flai^to Quit. 



< Thank you"N 
for visiting us) 
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FIG-lfiA 

NOTTS: This is a simulated screen example as presented to the player. It is 
set much as internet screens are displayed such that when game is 
high lighted, the cursor and item change if an informational tip is 
associated with this selection. A tip n drops tf owd" if the item is clicked. 
Double clicking the item results in that game being selected as in this 
exaraple. 



f S*^ INSTRUCTION: Pick a game - Challenge your mind, memory? 
f f observational skills. .But check out Demo or P!ay-for-Fun 

/ for practice. Also, yen may want to control the difficulty of the 

games to start with so set the parameters — or be brave and just 
Pay-to -Play for your bis winnings. 

Pick A Game; 

Click on game onc« for informational tips. 
Double click to select that game 





Demo 

Play-fcr-Fun 
Cuc-to-Product 
PFoduct-to-Cue 
Tag-Code 

Deductive DynamL 




Commonalities 
Anagram 

Tip: This game leta you picKN^e-Iii 
your ad by you entering the tag 
code from an ad youVe seen, we 
will pull up a slice from that ad Tac-Toe 
and others to see if you can get ydded Ada 
the one that really goes with 
the tag-codo you've entered, 



-Out 




Rem: 

Informational tip. 
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FIGJL6B 



NOTE* Here the player 15 presented with options for setting background filters 
for how the game is to be constructed. In this instance* the player has 
single clicked on the '"Difficulty of Play" and the drop-down infbmiation 
tip is displayed with mutually exchisive options. The easy mode. 3s checked. 
This changes the- level of Payoff as u shown. The player could work through 
several of the other options if dcaired, similarly raising or lowering the 
payoff rate or s/be could hit play and move oil to the game ffsetf 

INSTRUCTIONS t Because we betieve in giving people choiceZ^ V \\ 
/ / there are many ways to set up your game to suit you. Each choice \ \ 
/ makes it easier or mors difficult, changing payoffs accordingly. \ 

Have funl 



Pick A Setup Parameter: 

Click on a parameter once for information tips- 
Double click to select changes in that parameter 
and notice the payoff changes! 



Payoff 




Mfficirfty 

A/VMode 
Recency of Ad 
Region of Ad 



3.22:1 




Presentation Options 
Type of Source 
Category of Ads 
Use Hints. 



Set Difficulty Option 

© 1-Easy (Very different 
elements) 



Very Difficult 
(Similar ad elements.). 
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FIG- 16C 

NOTE; Because the- player selected an "Easy" level of difficulty, the pictures (a-h) 
selected to compote with the correct answer "X 11 are each fairly different, 
making discrimination of recall from the Tag-Coded cue ad easier. The 
player can see what the present payoff rate is and, if unsure about hftr 
-answer,, caa press "Hint-Helper" to select a variety of clues, which will 
make it easier bait change the current Payoff rate- If double clicking 
results in a win, "What A Winner" flashes for several seconds. Then 
it changes to "Try Again", shortly disappears and 'Enter Tag-Code" 
begins to flash as "n Play M changes to the next game number in the act 
ami the process repeats. 



INSTRUCTIONS: To play this gain^ you ti^ve to have a Tag-Code from an 
ad- Enter this Tag Cod© than tb* ad 3 to en click the picture slice that coaics from 
thftisaioc- ftd. You atso can use the n Hint-HcJpcr' Button to get additional clue^ 
Presc the PLAY button when ready* 



Enter Tag Code 



Payoff Is: 



3.22:1 



n Play 



lof3 




What A 
Winner! 



) 



PICK A PICTURE SLICE YOU THINK GOES WTTH YOBR TAG-CODE: 
Click on it once to expand it. Click e^eun to shrink it back down.. 
Double click to select a picture as your aasv/erl 
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Display 




Opening 




Pa*e 





Ask t on 




ID, Age, Sex 


Ca3 


Cultural Inftv 


Da 




Evafaiaie 




Financial 


Ea 


Rctristration 


1&2 











Select Game 


MX* 


Format 


Gal 



Update 
Database 


A3 




Verify 
Registered 


Ca3 






Piayet 
Selects 
Parameters 


Ha 
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This Page is Inserted by IFW Indexing and Scanning 
Operations and is not part of the Official Record 



Defective images within this document are accurate representations of the original 
documents submitted by the applicant. 

Defects in the images include but are not limited to the items checked: 

□ BLACK BORDERS 

□ IMAGE CUT OFF AT TOP, BOTTOM OR SIDES 

□ FADED TEXT OR DRAWING 



□ SKEWED/SLANTED IMAGES 

□ COLOR OR BLACK AND WHITE PHOTOGRAPHS 

□ GRAY SCALE DOCUMENTS 

□ LINES OR MARKS ON ORIGINAL DOCUMENT 

□ REFERENCE(S) OR EXHIBIT(S) SUBMITTED ARE POOR QUALITY 

□ OTHER: 

IMAGES ARE BEST AVAILABLE COPY. 
As rescanning these documents will not correct the image 
problems checked, please do not report these problems to 
the IFW Image Problem Mailbox. 



BEST AVAILABLE IMAGES 




BLURRED OR ILLEGIBLE TEXT OR DRAWING 
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